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Virtual Reality (VR) technology is the integration of high-tech. It is considered 
as one of the major technological innovations which cause the society to have huge 
change. It adopts a number of high-tech and higher levels of integration, creating a 
hypothesized world but rather more than the real one. It not only has provided the new 
way for the modern architecture performance, but also has brought the transformation 
for the creation method and the concept. Also it is provide a new way to reappear the 
ancient architecture, those are no longer exist or rare at this moment. 
Due to human destruction and natural erosion, many ancient architecture have 
disappeared or in poor condition. In order to let more people really understand the 
ancient architecture style and the deep historical culture inside story, we use digital 
technology-that is, Virtual Reality technology, to recover, simulate, reappear, 
demonstrate and preserve the ancient architecture, the ruins, the cultural relic and so 
on. We try to make "the real reappearance" as far as possible for the ancient 
architecture and its implication for arts, culture and information. 
The paper take XiaMen Nan Pu Tuo Temple as a prototype .In the paper, We 
establish the Virtual Model for Nan Pu Tuo Temple based on 3DS Max, then extract 
and create the basic modules Database for Nan Pu Tuo Temple. Applications of 
WireFusion achieve the function for overall virtual tour, indoor display and the 
hypothesized event triggers and so on. Apart from take 3D perspective view for the 
building outlook, users also can access and roaming in the buildings and triggers the 
hypothesized event. After the completion of development by WireFusion, the system 
embedded to the Web as JavaScript. Then even the normal computer also can display 
without any loading plug-in. Only with a simple Web browser, Users will enjoy the 
funny from the program then. 
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1.2  研究背景 
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图 1.1  中国古代建筑组群布局图 
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图 1.2  厦门南普陀寺全景图 
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